© 2018 JETIR April 2018, Volume 5, Issue 4 www.jetir.org (ISSN-2349-5162)

Virtual Shopping Application By Using
Virtual Reality Technology

'Prof. Manisha Sonawane, > Supriya B Vyavhare, ®Rahul T Dange, “Apraj A Chavan

Computer Department,
Shivajirao S Jondhale College Of Engineering, Dombivli(E), Maharashtra, India

Abstract : The development of information technology and internet has led to rapid progress in online shopping due to the
convenience that they provide to the consumers. Online shopping is still not able to fully replace offline shopping as the re al
visualization and product reliability can’t be seen online.

Hence, we are designing an application that deals with virtualization of the mall and shops inside it by using virtual realit y
technology. Virtual reality (VR) is a computer-generated scenarlo that simulates a realistic e xperience. The immersive
environment can be similar to the real world. Here we are- designing a- shopping mall, where the person can go, search shop and
purchase the product in real t ime. User can also gather the product mformatlon andz access the shop details easily.

IndexTerms - Virtual Reality, On]me shoppm% 3D erI:Fronment VR% % {atlon VR Headset Unity3D.

I. INTRODUCTION

Virtual Reality refers to a high-end Pser mterfaCe that mvoIves real”ume S|mulat|on and mteractlons through multiple sensorial
channels. VR is able to immerse you in a computer generated world of your own makmg for e xa mple a room, a city, the interior
of human body etc. With VR, you can exp, lore any uncharted territory of the human Imagmatlon

In our project the virtual mall is a platfo\rm whlch brings together the various. retail odtlets and there public to single point for
facilitating trade which makes it easier for- the ‘customer to buy the product of ‘their| own choices at a single place[9].This
application provides a new way of inme sbopplng by surfing-ina virtual mall. The appllcatlon provides the feel of actual 3 D
mall so that user can view the mall from-any- degr/e and angle. This appllcatlon is userI for the, ccustomer as it can find out which
product people needed. User can‘select ‘the product and visualize it in 360°. User can get mfc?rmatmn about the product. In t his
way, with the boost of virtual | technolegy /development, consumer’s shoppmg experlencew would be enriched[8]. Virtual
Reality(VR) is going to change the way we. express ourselves, communicate with each other anhd e xpe rience the world by creating
an environment to be explo red. Wlth hlgth advahced dewce/s which offers us more |mmerswe virtual e xperiences than anything
we’ve ever seen. O\ SO A o

e

Il. VIRTUAL REALITY: PAS T, PRES ENT ANDFUTURE il s
This report provides a short survey of the field of vurtual | reality, hlghhghtmg apphcanon domalns technological requirements, and
currently available solutions[5]. Virtual reality (VR) is not a new concept: The origins of VR can be traced as far back at least as
“The Ultimate Display”, a seminal paper by Ivan Sutherland that 1n1:r0duced the key concepts of immersion in a simulated world,
and of complete sensory input and output, which are the basis of e[urrent virtual reality research.

[1l. EXISTINGSYSTEM

The e xisting system is based on the website which cannot give the actual 3D environment. User cannot see the product in 360 °
with its details. This existing system is too lengthy. It is litt le buggy and difficult to use. It does not provide experience of mall
from the comfort of home.

I V.PROPOS ED S YSTEM

In our proposed system virtual mall provides a feel of walking through an actual mall-3D scenario. Items are primarily categorized
by shops and not by type. User can get experience of a mall from home & compare prices from various competitive shops. User
can see the objects in 3D environment with 360°.This application provides a new way of Online shopping by surfing in a virtual
mall.By this application user can watch and buy the products in only one mall.User would be able to shop online with a new touch
experience.
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V. SYSTEM FLOW
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The fig.1 shows the system flow. When user starts/he application it will show Start button toe tér into the VR environment. User
need to plug in smartphone into VR ‘headset to get the 3D Virtual Reality.e xperrenqe Then userl can select either he/she wants to
navigate through touch or touchleSs control[2].. /After selectrng options he/she can; navrgate in virtual environment. If user wants to
move around the virtual environment: then has to select move or-point cursor to-bottom. Before start to shop user needs to select
the shopping section of their choices.. After selectrng appropnéte opt\on he/she erI get teleported to that section. Now, re al
shopping gets started in Virtual Shoppmg Mall. User need to. navigate through thémall to select item of his/her choic e. After
selecting required item he/she can get the 3D view of rtem wrth its details: 1 user finds item of his/her choice then in Ul it will
show either add the item to cart or navrgate further If user ChOOSES Buy opt|0r1 then |t gets added in saved log. At the end of the
shopping user will get the list of total items added to cart Then user can select buy now and proceed for payment.

-
. -
. s

VI. . PRINCIPLE OF WORKING
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Fig.2 Principle of working
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The user needs to follow following steps.
e Logininto VR Application.
e Place s martphone into VR Headset to enter VR mode
e Navigate inside the mall and view the mall from any degree and angle.
e Choose the required product to get its 3D view & details.
e Add the product to cart or navigate further.
e  Check the list of added products & Proceed to make payment.

e xamine virtual versions of real- Ilfe products and’ make*ptrrcha*sesﬂlkﬁhevwould-mthe real; world User can view the products of
their own choices and can buy them by clicking on |t User can get a 360“y|ew of product. ;

VIl. . ADVANTAGES I |
e  User can get the real-world eXperien'
e Without being there user can walk )
The user can view the mall front any,de ree and angle. /,
By this application user can watch and buy the products |n only one rv(all A
The cost of the project is very Ié§§ ascompgred to others ayarlable in market\ | “'\
User can get experience pf‘shoppmgrln mall from the comforts of home
VIIl. . CONCLUS ION AND FU"FUTRESCOPE \ | ’
The proposed virtual shopping applrcatrqn pr‘o\ndes new way pfx)nlmg shopplng by surflng |n a virtual world. Where user can
visualize and buy the product in real trme “This technology offers the. ablllty to srmulate’rn thez real -world environments and gives
the customer a flexibility to engage wrth\the activities that are closer to.e xptFrrehcmg ‘the products and services.
Virtual reality doesn’t completely replroatc\them person shoppmg experrence but it sget’trng there. It’s also getting cheaper and
more accessible. There are still things we need-to seg/and touch that we have to go’to the store for, like furniture. We will try to
get close to what it’s like being there, and all the. Ilnledefalls on how you-move, we will focus on that. In future, consumer can
also use high-tech VR headsets like HTC Vive Pro, Lenovq erage Solo, Pimax 8K VR, Oculus Santa Cruz, etc. to get better
e xperience of virtualworld.
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